This book Summarizes Wo 东 done on the graphics for 7Pe Wicbenrin the years 2002-2007. Initially consisting 
of three members, the art team expanded over time. Ultimately twenty people - all employed by CD Projelkt 
Red = created the came visuals. 


We drafted the artistic concept at the turn of 2002 and 2009. Familiar with Andrzej SapkowSKki s Drose， 
having a clear idea of how it Should look in game form, we devised the Overridins visual formula within a few 
WeekS. 7Tpe Hitoper would draw on the dark fantasy genre and the best available example of 让 一 Depio 
2.This was COnsistent with Our Vision of a brutal and crimy 5ame World that Would afford little room for 
charmins ilusions. 世 had to be a thoroushly believable world, a convincing backdrop for the contemporary 
S0Cial Droblems that Would play out Within 这. 


We loo0ked to historical Sources to Strensthen the credibility of our Vision. [believed combining a dark 
fantasy aesthetic with the realities of 15th and 16th century Europe Would be OUr best 0ption, SO the 
architectural, costume, character, weapon and furniture desiong reference late Medieval and early 
RenaisSance trendsS. 


Producing the right mood was Ultimately more important than achievins historical accuracy. Rather 

than limiting OUrselves to the late Middle Ages, we also incorporated elements from the late Renaissance 
(eSpecially in its GOerman and Dutch varieties), drew inspiration from Barodue Daintings, the Dutch masters 
of the landscape and genre Scene. Slavic culture also Drovided numerous aesthetic ideas. 


The visuals would be a backsround for the postmodern world of Andrzej SapkowWSKi Ss novels. This in itself 
Drovided artistic freedom, the flexibility to blend different COnVentions With little restraint. Thus, like the 
authors books, the game contains many anachroniSms. 


The concepts and desians in this volume describe Our proceSS. Many ideas never made iiinto 7PDe Ttcepen， 
but Without them certain game elements Would not have arisen. This book is the Sole outlet for Dresenting 
them 


Irecommend the chapter about the two flms Tomasz Basinski produced. Providins a unique look at the 
differences between game and Him production, 二 Simultaneously notes the Similarities betWween the twW0 
mediums. 


[wish to thank all the art team members. Te Tiepers visuals are a product of their vast talents， 
enthusiasm, and dedication. Tcantname everyone, but the followins deserve Special mention: Damian 
Bajowski, Patryk Brzoz0wSKi, Michal BuczkowSski, Marian Chomiak, Piotrek Chomiak, Bartek Oawel, Adam 
KozlowSki, Kamil KozlowSKi, Adrian Madej, Pawet Mielniczuk, Seweryn Niedzielski, Tomek Polit, Domin 让 
Redmer, Przemek Trugcifaski, Lucjan Wiecek, and Eukasz ZiobrowsSki. 


Adam BadowSki 
Head of Armt 
7Tpe tpen 
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LOCLCAITIIONS- INIRODUCLCTIION 


Before creating the game locations, we Droduced a series of conceptual Sketches. Rather 
than depictins same Settinss im detail, the Sketches in this Section COnvey their ceneral 
character and mood. 
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Ranging from broad landscapes to more detailed 
SCenes, these free interpDretations Strive to COnVey 
the Spirit of the places DOrtrayed. Artists based these 
Sketches on game desioners descriptions, Creating 
imases Succestive enoush to inspire chanses 雇 
preliminary Story COncepts. 
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Andrzej SaDpKOWSKi 7TPe Biood oripne Fes 


Kaer Morhen, Old Sea Fortress in the Hider Languase, took its name from the Sea creature fossils found 记 
the SUrrounding cliffs. The Stronghold lies at the edee of the civilized world, amidst mountains that extend 
across the kingdom of Kaedwen. Lons forsotten by humans, few Know the Way to the castle. Witchers alone 
Visit Kaer Morhen to Winter here before Setting out in Search of Wo 东 with the advent of Spring. 

Kaer Morhen was destroyed lons aco during riots that culminated in a massacre. Deviougsly incited acainst 
chanselinss, a crowd killed most of the Witchers and demolished much of the fortresS. Today Kaer Morhen 
jg Vacant and cheerless, a foreotten refuse for the last monster Slayers. Observed against the SUrrounding 
peaks, its walls remain impressive, evokins the early days of human colonization, When Witchers Were often 
the first SettlerS ”only Drotection . 


KAER MORHEN 


Preparations for desioning Kaer Morhen besan with a Search for a 
buildins that would inspire us and Serve as a basis for the model. 

We examined hundreds of Ruropean castles in photosraphs and 
traveled broadly, cameras in hand. Visitins Orava Castle Droved an 
epiphany. Located im Slovakia, this beautiful fortress Consists of three 
Sets of buildinss positioned around two courtyards - one internal， 
one external. The upper castle, perched on a peak, Seemas to defy the 
laws of physics, emphasizing the coOmplex s fantastical appearance. 
We found the architecture and Surroundins landscape completely 
enchantins and decided Kaer Morhen would look like this. 


Architecture Was just one of the elements that would determine the 
location S character. mm the Spirit of Sapkowskis novels, Kaer Morhen 
had to be monumental yet isolated from the rest of the World, located 
amidst a wildermess. The Old Sea Fortress Was to be a ruin, deserted， 
8loomy, evOcCative of the past. Initially, the events Set here Were to take 
place in Winter, as the Witchers returned from their paths.， Ultimately 
We abandoned this idea. Much effort was put into portraying the 
buildins as a ruin， Kaer Morhen s wall is breached in Several places， 
rubble lies all around, and many battlements have Collapsed. As Geralt 
runs to face his foes, Stairs leadins to the wall-walk collapse behind 
him . 


KAER MORHEN 


本 
| 
所 
NESRETCZASE 
TAIGLNVENE 


czyhARY pcrtEESZT 性 ELAT 
2 


1 1 


G . a 二 外 
1 = - 国人 人 2 生生 < 大 丙 2 
了 | 名 的 Ia (CC - 
下 为 0 7 Vit_ Fanenevr ni ， | PornElERRAR eel 


TAXPeT DeocE iop OPEN T 


也 已 EAIANE 成 D4H 


KAER MORHEN 


和 

攻 

二 

一 和 

改 

AAA. 长 

VSzvezDZCNTEC 

NSee2NVC_ 


Enthusiasts of Sapkowgskis novels SUrely 
remember the tunnel throuch whicn Triss Mericold 
approached Kaer Morhen. This element proved 
troublesome: faithfully rendered, 让 was undesirable 
for game reasons. The entrance to Kaer Morhen 
needed to meet Several reduirements. An imposing 
defensive Structure, 过 had to be producible and 
playable. Throush lons discussions we arrived at 
the Sketches reprinted on this and the previous 
pase. These became the basis for the model. The 
drawinss COrreSDond to SapkowSki's description of 
the fortress in 7pe Biood ofine Eves. 
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Kaer Morhen was desianed to Withstand lons Sieses. Thoush 
its fortiicationgs failed to Drevent the Witohers massacre, 让 
Was 0nce areal Stronghold. In the times of its glory, ii could 
repel the attacks of sreat armies. The buildins s multiple 
levels allowed its garrison to SurTrender the lower Courtyard 
and Seek Shelter in the Smaller, more easily defended upper 
bailey. 

The Sketched details were important, Servins to enrich the 
castle, render 让 more real. The defenders Were protected 

by thick walls, a moat and drawbridee, and narrow 5ates. 
The bastion Drovided added shelter. While under Siese the 
earTison drew water from a well drilled in solid rock - Similar 
to the one at Orava Castle. The sraphic artists also Outfitted 
the fortress with artillery, desioning a catapult and ballista. 
We focused on the latter machine, as the game Script called 
for Oeralt to fre its larse missiles at the frightener that 
attacks the Witchers. When this idea Was abandoned, we 
introduced giant cauldrons for hot oil that could be poured 
onto attackers durins a Siese. Tarceted with the Aard Sion， 
these Siese cauldrons emit a loud, vibratins Sound that Stuns 
the frightener. Im early versions of the Story, the bandits 
attacking Kaer Morhen ascended its walls using ropes and 
ladders, but this idea was also Set aside. The attackers nOW 
enter the fortress asSisted by masic and a DOwWerful monster 
that easily crashes throush the iron bars that block the sate. 
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The Surroundinss of the Old Sea Fortress add to its mood. We produced 
COonceptual Sketches of the castle and landscape Simultaneously. Kaer 
Mornen stands in a wilderness, amidst forests that clins to mountains 
Whose peaks disappear in the clouds. Mists cape the valleys below. A 
Stream fowins to the Gwenllech River is Visible from the fortress Walls. 
There are no human settlements im Sicht. 


KAER MORHEN 


The ilustrations on the lefft 
Show the process by which 
Kaer Morhen Was created. The 
Conceptual drawins depicts 
the 10wer COUrtyard, Where the 
Witchers repel the first attack 
and from Which they Withdraw 
before the frightener arriVes. 
This three-dimensional drawins， 
desioned to facilitate WOFK on 
the model, presented all the 
details of the Structure. 


Atfaithful representation of the 
Concept, the model consisted 

of permanent elements that 
Were then Supplemented 

with placeables - SCenery 
Components and decorations 
added in the game editor. These 
include the Siese cauldrons， 
barrels, crates, and piles of 
rubble Seen in the game. 


Amesh was then applied to 

the model, enabling textures 

to be mapped onto 让 .This Was 
an arduous task because the 
textures had to match the mesh 
precisely. ma bid to make the 
SCenery as realistic as posSsible， 
We Used photosraphs of old 
buildings to create the textures. 


The final step included 
renderins and lichting the 
textured model, and adding a 
Skybox representins the Sky 
and horizon. The bottom imasge 
depicts the Old Sea Fortress 记 
its fnal, olorious form . 
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Andrzej SaDpKOWSKi, Baplsm by7 re 


Every Witcher inevitably receives a contract requirins him to explore a cemetery. Fantasy World necropolises 
are Well-known monster breedins grounds, favorins necrophases and various apparitions eSpecially. Vizima 
Was built on elven ruins; its Cemetery is as 0ld as the city itself. Both have their Secrets. 
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maneary version of the game Script, Vizima's cemetery Was the Site of a battle with a particularly powerful 
foe known as a bog8Ss. And old necropolis, ii was to be dark, gloomy, at once visually stunning and highly 
Unsettlins. 


4DDey 兽 刀 e OakWood by Caspar David Friedrich, a Romantic-era Oerman painter, Served as inspDiration 
and as the frst Conceptual Sketch. The artist depicts the remnants of a Gothic abbey Surrounded by leafless 
treeS. The paintins s Color Scheme and mood proved most Sussestive to the graphic artists desicning the 
location. They also drew on Friedrich s composition, turning the ring of trees into arins of ruined mausoleum 
walls that incorporates the remaining abbey Wall. The wooden scaffoldins emphasizes the mausoleum S SOTTY 
State While Sugsesting that Vizima's residents may have Sousht to rebuild the Structure, but abandoned their 
efforts, perhaps driven away by Cemetery monsters，. 
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Subseduent Sketches depicted the entire location with the mausoleum at its center. We applied Friedricn S 
Compositional Concept to the area as a Whole, with COncentric circles of tombs and sravestones radiating 
from a central Doint. Between the gravesStones lie the Cemetery allies along which characters move. 


Tomb locations indicate the Social Status and affluence ofthose interred. The iustrious dead occupy wall 
niches Sealed with stone plaques, with the most presticious Wall tombs located nearest the cemetery sate. 
Imposins tombs also Stand alons the cemetery s main alley, leadins from the gate to the mausoleum, and 
alons the circular path directly SUrroundins this Structure. These graves belons to respected citizens Who 
Could afford the JUXuUry of eternal rest alons the cemetery s main walk. Modest sraves lacking monuments 
make up the Second ring; poOrer Citizens are buried here. Offto the Side lies a Separate Section for orphans 
and the dead whose families could not afford to pay for interment. All Social outcasts end there. 
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The Surrounding cemetery wall isolates 让 from the rest of Vizima, Keeping city life out and ensuring peaceful 
rest for the dead.I also benefits the living, keepins in shouls, cemetaurs, and other UnwWanted residents of 
the necropolis who haunt 站 by night. 


The cemetery i8 boggy Where i adjoins Lake Vizima. The pinnacles of only the tallest gravestones Dierce the 
Surface of a Small pond that has formed in a depression. The pond adds variety to this part of the landscape: 
monsters emersce from 让 While as a habitat for aqueous plants ii8 also a SOurce of useful Dotion ineredients. 
Dry leafless trees like those in Friedrich s paintins add to the gloom of the ruined and decrepit necropolis， 
further enrichins is landscape. 


Tomb desions line the bottom of the pase. Vizima Was erected on the ruins of an ancient elven city: the 
tombs dating date back to Dre-human times incorporate Ormaments like the elf's head relief and Sculpted 
plant motifs. Stylistically they reference Romanesdue and neo-Classical desiens, thus resemblins historical 
monuments. 
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After killing the Professor, Geralt must fee Vizima 
and the DOwerful enemies he has made. With Triss 
Mericold s heljp, he arrives in MUTKY Waters, a Villace 
far from the hubbub of the city, a place Where he has 
achance to rest amidst Dastoral Scenery. His respite 
js not lone-lived as even the residents of this peaceful 
COmer require his Services. 


According to the game Script, MUITky Waters 

andits SUrToundings were to be an enchantins， 
nearly arcadian place inspired by the landscape 
descriptions in Te aee of 按 e Woma. The vilasers 
Seem accustomed to the masical Sites nearby. Their 
Drotector, the Lady of the Lake, ensures their felds 
remain fertile. A peace-loving people, their evening 
entertainment is a mirasge of the Underwater City， 
ConSsumed long ago by the lake. Iappears in the Sky 
When clouds part to reveal the foll moon. 
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LAKESIDE 


The Altar of Dagon, erected by the 
vodyanoi on Black Tern Island， 
required a fresh approach. Built by 
aracethathad little or no COntact 
with human civilization, the altar s 
architecture had to be Stranse， 
clearly different from all other 
buildings on land. The artists had 
many ideas, inspired mostly by 0cean 
life in allits variety. The winning 
COncept Droved SOmewWhat classical， 
eVOkins the lesend of Atlantis, thouoh 
Simultaneously incorporatins an 
element reSemblins the Statues of 
Easter ISland. 
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The Drocess of creating the Altar 

of Dagon is Shown on the left. A 
detailed Sketch ofthe Structure 
(Drevious Dasge) was Droduced 

for the sraphic artist who would 
Create the model. Thoush the altar 
Stands on the Shore, its Steps 
emerse from the Water. A primitive 
representation Of Dagon CTrOWns the 
Structure.A mesh of the altar and 
its SUITOUndinss appears in the first 
imase on the left, while the model， 
nearly COmplete, can be Seen in the 
third. 


The location appears on the right 
in its fnal form. The upper imase 
depicts the Altar of Dason on 
Black Tern Island in daytime， 

the lake and clear Skies in the 
backsround. A texture Sugcesting 
0ld, moSS-COVvered Stone has been 
applied to the Structure's Surface， 
allowing the altarto blend in with 
its SUTOuUndinss and creating 

the impression that 让 Was buil 
Centuries ac0. The lakeside im the 
distance and the dense iSland 
Vesetation Droduce an almost 
Dastoral feel. Even the deity S 
Statue atop the Structure Seems 
unthreatening, even benicn， 


0Observed at dusk and across lake 
waters, the altar tums threatenin5. 
The stairs descending into the deep 
are clearly visible, the Shrine is 
Unsettlins acainst the dark Sky, and 
the Dason statue dominates the 
area. At Sunset, Black Tern ISland is 
as Dicturesdque as in daytime, thoush 
abitmore Sinister. 
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Andrzej SapkowWSki, 7TPe HAiepen 


The Swamp Cemetery is a part of Old Vizima. Created When Temerian kinss resided at the Old Manor, 让 Was 
Subsequently abandoned and with time Consumed by the Surroundins marshland. Foreotten, the necropolis 
tumed into a duasmire, the peaks of burial mounds protrudins from its numerous Water-filled craters. 
Alons-abandoned temple devoted to a foreotten deity Stands in the cemetery. The catacombs beneath 让 are 
the refuse of a strica that emerses at nicht to hunt in the area. 
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Im devising the architectural Style for Old Vizima, We 
kept in mind that 让 Would also apply to the Old Manor 
and the temple in the Swamp Cemetery. Slavic fo 攻 
ar and Culture Served as OUr Sources. Old Vizima is 
built of wood, SO rotting Wooden Structures also litter 
the Cemetery. The Sketches below depict a number of 
sravesite Shrines in the Style devised for the lo0cation. 
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The Swamp Cemetery had to be Stirrins， 
oloomy and painterly above all. The desion 


Was inspDired by Romantic era paintingS: 
nocturmnes, renderings of picturesque ruins 
and cemeteries, Sentimental landscapes. 
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Andrzej SapkowWSKi, 7Pe Zaday of tbe ZaK 


Al RPGS feature caverns and Crypts for the Drotagonist to explore. Geralt Ventures into them not to Search 
for treasure OF foreotten artefacts, but to track down beasts based on Contracts he receives. 
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Te Tepaenis not exclusively about exploring 
catacombs, SO We decided to desion just one Such 
location, makins ivast and detailed. Pach undersround 
is based on this Sinsle desion, but varies in termas of 
Surface features and Corridor layout. CTYpt layouts Were 
modited by blocking passases with Walls known aS 
placeables. 
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While exploring crypts, Geralt encounters wall tombs, biers bearins Sarcophasi, and Stone Ceiling SUDDOrtS. 
mmulti-level catacombs, 10wer levels Can be Seen throush iron floor srates. Geralt can Search Crumbling 
tombs and coffers containins itemas interred with the dead. 


The Sketches depict desians for wall niches and a vaulted catacomb ceiling. All our ideas came from actual 
Solutions observed in undereround Structures. To Drevent the catacombs from becoming tedious, artistS 
applied a broad array of ornamentation, which can also Serve as a road ma 东 让 Geralt 10Ses his Way 
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While exploring catacombs, Oeralt may find crypts 
Containins the tombs ofthe rich and DOwerful. These 
are impressive in Size and adorned with additional Ochez- HAkA 引 虽 
elements. SOme Crypts Serve as meeting Dlaces for 
WOrsShippers of evil gods, like the members of the 
Cult of the Lionhead Spider. 
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Salamandra breeds the monsters that terrorize Vizima 

in the Kikimore Cave. As With the catacombs, the desion 

for thig location Served as the basis for all other Caverns， 
thoush, of Course, they do not feature the C0C0ongs and ecos 
Visible in this drawins， 


Note the detail with Which the artist Dresents the DroceSSs of 
breedins and hatchins the little insectoids. For this location ， 
desicners created a fantastical biology of Kikimores that 
included the principles governins the beasts birth . 
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The frst Cavern desianed for 
the game Would be the basis 
for all other CaveS, SO We had 

to desion a range of barTiers， 
blockades and openinss that 
Would lead Geralt to the Surface. 
The variety of these elements 
keeps the locationgs interesting 
and Drovides Dlayers a different 
Caverm to explore each time they 
Venture into the dark. 
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Andrzej Sapkowski, Ze Biooa of be mves 


Inside Kaer Morhen, Geralt recovers his Strencth and with his friends help recalls the basics of battle and 
Casting Sions. As a y0ung boy, Geralt Was transformed into a Witcher in the fortress laboratory. Years later， 
he retums to Kaer Morhen to besin life anew. 
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2 ee， For a while now, Kaer Morhen 
2 hasbeen an occasional home to 
ahandful of Witchers, none of 
Whom bother With the fortreSS 
interior. They 0CCupy only a few 
ro00omgs -the Wind 0Ccupies the 
rest. The Kitchen is the most 
important chamber at Kaer 
Morhnen. [is there that the 
Witchers prepare their meals 
and sather in the evenings to 
Warm their bones by the fire，. 
On eSpecially dreary Winter 
nichts, they misht also indulee 
in drinking White oul, amildqly 
hallucinosenic potion , 
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The Witchers hardly fret about Kaer Morhen 's 
declinins Condition. The few left Know all to0 well 
that they are members of a disappearing caste and 
rebuildins the fortress would make little Sense. Holes 
andrubble litter the interior - Siongs of the riot and 
the Dassase of time. mm the game'S Prolosue, Geralt 
can move about Kaer Mornen freely, finding Sions of 
the Dast glory of the Witchers Stronehold and home， 
[ts vast Size is revealed as one Ventures throush its 
labyrinth of stairwells, Corridors and levels， 
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Kaer Morhen s residents 0CCUDY few of its each is fumished differently. These Spaces include 
chambers and care little for comfort. This is a an evening hall, library, and armory. The names 
Witcher s room. Most of the furniture is rotting are outdated as the rooms no longer f 生 ] their 
While animal hides and weapons are the only functions. The Sorceress Triss Mericold oCcupies by 
decorative accents. Several other champbers are far the best chamber, the Only one to contain a Solid 
located on the level the witchers stil use, and bed and a few comforts. 
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The Space above Kaer Morhen s gate Was desioned 
for is defenders, thus the Dresence of Siese 
Cauldrons and oriels With Cruciform 0penins. 


Barrels that once contained provisions and 
ammunition for the garrison now lie Smashed， 
litterins the foor. A catapult projectile has Knocked 
alarcse hole in the chamber Wall. 
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Geralt defeats his chief nemesis Azar Javed in Salamandra's undereround laboratory, thus gaininc a new 
and even more poOwerful foe. This location differs from other undersround sites - phosphorescent lighting 
and unusual architecture make one S Skin crawl as Geralt exXplores the Space. 
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SapkowSki never described in detail the Witchers laboratory at Kaer Morhen, upon which Salamandra 
based its lab for mutation experiments. His writings Drovide Some information about the Substances used 记 
the mutation DroceSS. The artists were eacerto desicn the laboratory fumishinss and especially the herbs 
cultivated inside. Note that the Witchers plants are not a product of the desioners fancy. Thoush varied 
and often fantastical, each is based on a real, thoush hardly common plant. 
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We also desioned alembics， 
autoclaves and other machines 
Used in the Drocess of mutating 
children destined to be Witchers. 
This equipment is all that 
remains of the renesade mases W 
who in years past Supervised the vewuuo “opPAvizoiAcf 
Trial of the Grasses. 
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Tavems are Special locations, Servins as Safe havens, Dlaces to rest, Store CUrrently Unneeded items, OF 
prepare for battling monsters. While at an inn, GOeralt can hear go0SSip about CUrTent events and important 
locals, firt with a Waitress, or meet characters willins to give him a job. Late in the day when a tavem js 
empty employment mischt be found by reading offers posted by locals on the notice board outside. Taverms 
and inns are busiest in the afttermoon. Ouests include gamblers ready to empty one 8 pouch , fist fiehters 
easer to try their Iuck in a boxing match, even drunkards willins to Knock back a few with the famed Geralt 
of Rivia. These are but a few of the attractions On offer. 
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The game's country inn is based on 
photosraphs taken at the Museum of 
the Mazovian Countryside im Sierpc. 
We wanted to capture the realities 
andmood of the old buildins - its 
architecture, furnishings, and lightins. 
This colorful country house, With its 
Varied furnishings, Comrers, and array 
of resular guests, Droves a beautiful 
and rich location. 
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The ilustrations Dresent hoW 
the country inn evolved, from 
COnceptual Sketches to its fnal 
form. The frst Sketch details the 
architecture of the building 'S 
interior -walls and posts, the 
Shape of windowS. 


Im the second Sketch, the artist 
has added ambiance, depicting 
fumishings, tableware, and 
decorative elements that render 
the interior more familiar 

and Co7y. Note the oricinal 
decorations - netting hung from 
the ceilins to dry, pumpkins， 
and vessels lined up on Shelves. 


The third ilustration DreSsents 
the three-dimensional mesh 
produced prior to the model. 下 
is a faithful technical rendition 
of the COnceptual Sketch . 


The model of the interior 

js the base for the next 
phase. Thne frst imase on 
this page depicts the model 
with lichting. This Step is 

as important as decoration ， 
as liehtins actually besins 
to tum the taverm into the 
SeCcond-rate dive We Wanted 
to Create. 


What would an inn be 
Without guestS? Once 
fnished, the interior is 
handed over to desioners 
Who must populate 让 .The 
Second imase features 

the location as 让 appears 
in the game editor' the 

red elements are action 
points, Spawn points 

and triccers -used to 
insert characters like the 
innkeeper, the waitress, and 
numerous 5uests: Deasants， 
merchants, drunkards， 
samblers, fist fohters， 
even do5S. The hubbub of 
patrons eatinc, drinkins， 
and Conversins, the bustle 
of Servers miling about， 
lend life to the inn. The last 
jlustration presents the inn 
in its fnal form . 
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These imases preSent Several 
exterior Views of the inn , 
AStockade Surrounds the 
building, ensurins the Safety 
of its guests, While a well and 
crane can be Seen im the yard. 
Farm equipment, barrels, and 
traders Wasons are dispersed 
about. Erected at the roadside， 
the inn Servegs residents of the 
nearby Village and travelers 
from all comrners of the World 
headins for Vizima. ASicn 
the CroSSroad points them 让 
the richt direction. The bottom 
image depicts the roadside inn 
at nicht. Torches burm before 
the entrance, but darkness 
reiongs beyond the palisade no 
matter how hard one Strains 
one 8 eyeS. After dusk, the 
Witcher has much to do ouU 
there... 
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mthe game'S Epilosue, Geralt enters the Ice Plains. They are not a real place, but a vision born in the mind 
of amadman. Masic asSists the Witcher to arrive here. The madman's vision i8 So Strong as to srant him 
COntrol of this environment. His hatred for Geralt is ereat, and he pits him acainst phantasms capable of 
Woundins and killing. Thoush mere elements of the madman's vision, the blizzards and ice avalanches of this 
place Can Drove deadly. mm the Ice Plains, the Witoher encounters apparitions of characters he met before. 蕊 
js here that he Comes to terms with his Own actions and Confronts his arch enemy. 
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The Ice Plains, the Site for the dramatic events of the 
same'S Epilogue, were the last location to be created. 
We needed to make a Strong impresSion On players 
Who 5ot to the end of the game, a lastinc impression 
that would leave gamers feeling awed by Ze Tireper 
as a Whole. The Script called for Geralt to pursue his 
main adversary, while runnins into familiar characters 
and other foes along the way. m the location as 
designed, Oeralt must ascend a mountain, CrOSS ice- 
Clad bridses and rocky shelves. The clay model on the 
left was OUr Drototype. 
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The Ice Plains are avision of a distant future. The Grand 
Master, inspired by the Prophecy of Tthlinne, believes an 

ice age Wil destroy the World. Civilization Wil be buried 
beneath mounds of Snow, while humans will evolve int0 
Skullheads - stronc, primitive ape-men. Careful players w 记 
discover familiar buildinss in this Setting. Destroyed and 
ice-clad, they remain recosnizable. Each of the illustrated 
joy islands is a combat arena Where monsters attack or 
ameeting place with a character from a previous game 
chapter. Rubble and other remnants of civilization Can 

be Seen. The final strusole on the mountain top playS OU 
Within the ruins of King Foltest S Dalace, recoosnizable for itsS 
characteristic arcades，. 
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Im perhaps the game's most 
important fsht, Oeralt faces twWo 
antasonists in a dazzling Settin5. 
The ruins of Kins Foltest S 
palace, perched atop an ice-clad 
peak, Serve as the arena. This 
meticulously executed location 
is the backdrop for Geralt s final 
Strusele acainst his nemesis, his 


ICE PLAINS 


host of ifrits, and an Unexpected In addition to the ruins of the Thetallest wall was desioned 

cuest Who arrives to take away buildins itself, piles of rubble to be a perch for the Kins of 

both adversaries - dead or alive. and coUrtyard fxtures Drotrude the Hunt. The Spectral monarch 
from the SnOwW. As elements of observes Geralt s duel from 

Thoush Geralt is in tnis arena the arena, the fountain and the there, then Hows down to the 

for a Short time - as much as lifeless tree trunk Can be Used Combatants to barcain With the 

js required to Settle things with during Combat. Witcher for the Soul of his enemy. 


his foes -the art team SOUsht t0 
make ii as detailed as poSsible. 
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Theinustrations on this pase all depict the Ice 
Plains. The artist offered multiple Visions im an 
effort to COnvey the mood of the location. These 
COnceptual Sketches Were desianed to inspire 

the location S Creators. A quick comparison of 
the imases reveals the myriad ways in whichn a 
Seeminoly monotone place like a Sea of ice Can be 
rendered. 
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Andrzej SapkowWSki, 7Pe WAtepen 


The game's Drotagonist, Oeralt of Rivia, is a Witcher, a traveling monster Slayer. He exterminates beasts Who 
threaten humanity - Drovided he ig paid. A master of the Sword, he also Wields masical Spells called Sicns. 
As ayouth, he underwent the Trial of the Grasses, effectively becoming a mutant - extraordinarily asile 

and ft, more Vicorous than most humans. Oeralt of Rivia is a formidable presence in Polish pop literature. 
Creating a game featuring him was quite a task. 


cm 
站 
E 国 
也 蕊 
[ 

& 


EARLY SKETC 再 | 


The Witcher has long, white hair. His face is Scarred. His cat-like eyes glow in the dark when he COnSumes 
Dotions. Geralt makes Some people feel uneasy, but women generally like him. One Could Say he's both 
threatening and interestinc. His ace is a mystery, his mutated orcanism matures Slowly. In his novels and 
StorieS, SapkowSKki offers a lot of information about the Witcher S appearance. St 让 , every reader has his Or 
her Own Vision of Geralt. The game's hero had to meet fan expectations -让 not all, then a majority. But he 
had to do much more than that... m addition to exXpresSins an idea, COnceptual SKetches Were the bagsis for 
modeling the character and had to meet a Series of technical requirements. 
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Someone foated this idea for Geralt: “The Witcher 
needs to 100K like a Secret agent, like a commando.” 
We produced the initial character Sketches based on 
this brief, half-joking description. Iactually meant 
that Geralt Was SUDpoSed to be ready for anythinsg， 
edquipped: hish bootless, SWOrd belts across his chest， 
potion Slots on his Shoulder Strap, Silver Studded 
8loveS, atrophy hook, a Skinning knife, a Satchel for 
alchemical ineredients, Short Weapon Sheaths and, of 
Course, amedallion around his neck. Alot... What S 
more, Geralt COuldnt 100K Overburdened, because 
Witcher combat Styles rely heavily on quickness and 
aaoility... 
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FINAL FORA 


Geralt evolved as WOIK Continued on Ze Wioper. We made many minor adjustments over time and 
Ultimately arrived at the appearance depicted above: Solidly built, not Overly heavy, a handsome man with a 
face marked byusly scars, a Killer who Sometimes philosophizes and Sometimes murders without uttering a 


Word. Atrue Dr0... 


FINAL FORM 


On the Drevious Dage, Geralt has neither weapons nor armor. At the Opening of the game, this is how the 
Witchers fnd him, Dassed out on the road leadins to Kaer Morhen. Above, We 8$ee Geralt back on the Dath， 
ready to Combat monsters. On the left he appears in the leather armor he receives from Vesemir, Which 
includes Sword belts and a Satchel for alchemical insredients. In the course of play, Geralt can order a 
Special Suit of armor - additionally Strengthened but light 一 iD Which to face his archrival. This is Seen On the 
Ticht. 


FINAL FEORAMAM 


We created numerous options for Ceralt s armor. The hero can only acquire 蔬 by completing along and 
arduous quest. SOoOn after, he faces his chief adversary. We Wanted the Witcher to look threatening, warlike. 
Weulimately abandoned the studs on the sleeves and torso, because they made the armor 100K too heavy， 
conflicting with the Vision of a quick and asile fchter. The Stasces precedins the fnal armor desicn can be 
Seen above. 


FINAL FORM 


SUPPORTITING CHARACTERY 
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SUPPORIING CHARACGIERS 


Elves in TDe Tiepen are as SaDpKkOWSKki Dortrayed 
them: an 0ld, SoOphisticated race with a rich Culture， 
arace whose Star jg waning. They remain proud and 
feel only contempt for humans - “hairy apes”wWho 
arrived in this World ages ago, encaced nonhumans in 
along war, forcins them to take to the mountains. 


SUPRPORINING CHARACTIERS 


Coarse and forthricht, dwarves always Speak tneir mind. 
They can be crude and Sweanr like Sailors, but they value 
friendship hishly. Most representatives of the race live 让 
the enclave of Mahakam, busying themselves with mining 
and metallurey alons with their an0me cousins. Some 
dwarves elected to live among humans and now face the 
Same repreSSiongs as elvVes. 


SUPPORIING CHARAGIERS 


Two representatives of the fair Sex: ayoung 
tOWnSWOman OF peasant sirl on the left, 
StreetWalker on the Trisht. Geralt meets women of 
Varyins Status, ae and temperament. Some, drawn 
to his otherness, firt withn him. Others See him as an 
outcast, fear him, and thumb their nose at him. 


SUPPORINING CHARACTIERS 


Arich merchant in Juxurious garb -his dyed carments， 
fur-lined vest coat, proud Stance, and Swellins face 
complete with double-chin betray him as Someone 
important. A solden bell hangs around his neck: priding 
himself on his affuence, this man Seeks to draw attention . 


SUPPORIING CHARAGIERS 


Wetoockalonstime desioning Triss Merigold, one 

of the game's main characters. We besan with a 
photo SesSion involving the model who lent Triss her 
face and ficure. Two versions of the SOrceress Were 
needed: an elesant one in a Own, and a Combat” 
Version in informal attire. As a Sorceress and thus a 
liberated woman, Triss wears relatively Drovocative 
clothing, revealing more than toOWnSwomen and 
peasant women. 


SUPPORINING CHARACTIERS 


This series ofillustrations depicts the development 
of the head of Azar Javed, one of the Witcher S 

chief foes. Azaris anative of Zerrikania (or another 
equally distant land), which meant he could be 
different from all characters, even eXotic. We Started 
With his Sinister gaze, baldness, and beard. At later 
stageS, AZzar gained COmplex piercings, leather Strap 
acCeSSOrieS, and tatt00S. 


SUPPORIING CHARAGIERS 


Azar Javed in all his Splendor: trousers, boots, and 
acCCeSSories galore around his neck as is the custom 
in his native land. Azars model is one of the most 
Original in the game. We can Safely Say that in him 
Geralt has a wortny 0DDOonent. 
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They Say a Dicture Speaks a thousand words. Erotica is a Sensitive jiSsue, and choosins the risht iustrations Was 
crucial. The Succeeding pasges depict Geralt's COnquestS. No descriptions - we d rather use WOrds Where they 
Can be useful. 
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FLASHBACKS 
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The consedquences of Geralt 's decisions are only revealed after atime. 和 the hero SUDDoOrts the elves 记 
their Strugsle acainst the Order, an elven unit will later appear to help him combat a group of Salamandra 
bandits. Flasnbacks, iustrations of Geralt's choices and their conSeduences, remind players of past 
decisions and the ensuing events. 
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PLACEABLES 
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Placeables are Scenery elements that unlike items cannot be lifted and taken. They include the winch that 
liftts the bars ofthe sate in the Prolosue, the 5ate itself, objects like beds or barrels 0oCCupyins the Corer of a 
tavermn . 
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Examples of came 0bjects: an 
alembic from a laboratory, a banner 
of the Order of the 了 aming Rose, 8 
beehive Shaped like a Santon, and 
fumiture belonsing to Triss Mericold 
-adressins table, cupboard, and 
Canopy bed. 
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PLACEABLES 


Another Set of placeables: 8 
SOrCerer S magic mirror, Surcical 
tables from the Witchers” 
laboratory, a market stall, a 
training form, and an anVil 
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The emblem ofthe Order of the Flaming Rose, adornins the nichts attire and banners, developed Over time. 
These ilustrations depict its evolution . 


We Considered many formas for the roSe, from a fower Creepins UDWard, throush a closed calyx, to a blosSom 
Surrounded by faminsg leaves. We settled on a “heraldic”concept, and thoush the rose differs from those 
Seen in real coats of arms, the emblem does resempble a crest， 


An allesory of alcnemical transformation: the four elements Dersonifted complete the circle of birtn and 
death. This transmutation also accurately represents the Witchers mutations. Below, Symbols of the 
Witchers Sions. 
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The alphabet in the same ig modeled after GOlasolitic 
Script and is another Slavic accent iD Te Tioper. 
Inscriptions in this alphabet can be found on placards 
and notices posted around Vizimat. 


四 
< 
户 


PLAIIGE IMAGE 


Gera 上 SUGGeny SioDDed 让 076 本 细 Js SWOTraised. PuZZ1ed, ine sirica siopped as Te TDe Wioner SO 
1raceQ apaifcircle 琢 了 丰田 esWord. Fe Siepped jprWarQ 如 en aa 妇 6nD 16aD5 TDngine paadeabore Pis jead. 

Te Sirga Cr0UCheQ TH relrealing 让 ai7a5. Ceraii Was 0C108e ga0, e SWOTQUashning 站 ppnanad. Te 
Tcpers eyes 大 加 站 3a7menacing 5a56: a00a18Se ET0HTI SUTEea 10m DelWeen Dis cjenchned iee 妇 .TDe simeca relrealed 
000C6 .1007e, reDeled 07 De iniense nalread and Violence thatl ored ziom bbe altiackng manD Wares Daipenelraled 
Penr Drai and DOWelS. Phiened an0 Dained 7 Lis UDRDOWD em0000 She Snuadaered Srieked 10red and Doiea 0 六 
10aQ17 冯 10 加 e manors daK Iaze ODSSa565. 


Andrzej SapkowWSki, 7Pe WAtepen 


Thefm introducins the game presents its main cnaracter and is very much a Showpiece. The Screenplay for 
this Platice Imase production Was based on Andrzej SapKOwWSkis Short Story 7ZDpe icper, the first StOry t0 
be published about the white-haired monster Slayer. The studio, famous for its OSCar-nominated Short titled 
7Tpe Catbedrali, al80 Droduced the fim that concludes the game. The two cinematic resolution Droductions 
last approximately ten minutes and consist of overthree hundred Shots. Their production took more than one 
and half years. 


Portions of the Storyboard for 
the fm introducing the 5ame: 
While fiehting the Strica, the 
Witcher Casts the Aard Sion, 
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This Storyboard was the basis for the fm introducing the game. 
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Aportion of the storyboard for the fm concludins the game. 


The ilustrations depict the Stages involved in creatins the model of Geralt used in the two fms. The fcure 5ained 
Complexity with each Stase. 
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WERSIA PONIEDZIALEK 


Seekins the ideal Geralt: minor chanses in facial features can 
mean the difference between a character VieWers do or do not 
like. The imasges ilustrate how the protagonist changed over a 
SDan of just to days. The“Wednesday ” version of Geralt s face 
Was Ulimately approved as the fnal version to be used in the fm. 
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The Sketches on these pages Dresent the 
Strioa and her human form as Conceived 
by Various artists: PrzemystawWw “Trust” 
Trugcintski, Rafal Wojtun 让 , and Krzysztof 
Formalczyk. 


Princess Adda, not yet completely released from 
the curse, SCratches Geralt with her ClaWs， 
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These Sketches 
depict the mysterious 
8aSS$assin, Geralt S 
OoDpponent in the fm 
Closins the game. 
Immediately above, 8 
Sketch of the killerS 
pendant. 
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Arendered imase ofthe 
Unknown killer, who uses tw0 
SWOrdgs and Seems no less aasile 
than the Witcher. 
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King Foltest of Temeria. The ilustrations depict a 
Series of concepts and the final, rendered model. 
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Asuard at King Foltests palace. 


This model of the Old Manor was created for use in the fm, The tformer seat of Temerian kings, the building 
Was deserted and became the Strica s lair. This gloomy COmplex Was rendered in great detail. VieWers See 


让 from many Derspectives, while the protasonist moves all around, running about the courtyard and Scaling 
the Walls. 
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The Old Manor, the arena for Geralt s Strussle with 
the Striga, is not a Stereotypical Medieval castle. The 
old, partly destroyed building incorporates elements 
of multiple architectural styles and more closely 
reSembles an early Slavic fortresS. 


The fim concludins the game is Set in the throne room of King Foltest s palace. The chamber overwhelms 
and intimidates, and Was inspired by the palace interior as presented in the game. 


The cry ath the Old 
Manor, where Temeria 8 
rulers tombed, is the 
Strica s lair, Where She 
Seeks refuse from the Sun， 
her refuse from the sun, the 
location of the Sarcophasus 
that is her bed. To 1 途 


the curse that holds her， 


Geralt must Spend a nichnt 

With the beast. He repels 

the transmuted princesS- 

initial attacks and conceals 

himself in her Sarcophascus， 

Sealinsa the stone Slab with 
her Sion , 


Individual compogsitins layers Can be 
Seen iD the frames. The layers are 
asSSembled to produce the fnal effect: 
the face of Princess Adda, once acain 
human, and the face of the Witcher. 
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Anatomical detail, liehtins， 
and other layers are applied 
to the model to produce the 
Striga in its fimnal form . 
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To loosely quote SapKd : YOU Only get One chance to make a first impression. Creatins the frst Shot in the intro film 
Was an arduous Drocess inyv smultiple stagesS. 


Im these imases We $ee the mo-Cap Set used to Droduce the fim closing 
the game. Motion Capture technology helped us create the fieht Sequence 
involving Geralt and the mysterious asSassin. The technolosy allows us to 
transfer an actorS realistic movement to the three-dimensional model of a 
fsure. The actors, dressed in Special coStumes with markers, move about 
Within a defined SDace, remainins within Sight of al the Cameras Set UD t0 
record movement. Usinsg infra-red signals, the Cameras Tead the movement 
of the markers in Space and then transfer their Dosition and rotation to the 
three-dimensional, computerized Structural model. 

Im the photo below - Pawet Pliszka, who Dlays Geralt in the fieht sequence. 
MaciekKwiatkowSski, who plays the assassin, Can be Seen on the rioht. 


This storyboard compares Shots in the 
animatic of the game introduction with 
Corresponding imases of the fm in its 
fnal form 
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Proaucing The Witcher jas peen am0 EXIraorQinary 
EXDerienCe. 玫 硕 如 e ga176e nea1yy coOmDjele， 

We Ca1 866 D6e resU Oroun eprts. 70 me ne 
Drocess Of WOD5 on The Witcher was /以 e 
EXDIOPDC, JI 人 Ke sang ouUf onio UDKDOWD Waters. 
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一 好 6ese guUaUbes besi describe OUn 1ea1m. Makng 
The Witcher pas been a jascinalng exDperence 
CDjie17 because Of 幼 0se 夯 VOJed'. 
Jacek Brzezifski 
Project Lead, Te Tcepner 
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The posters reprinted in this Section promoted the game throushout its production. They were desioned to 
reveal ouUr Drotasonist While Showing gamers interested in 7Pe iceper what to exXpect. 
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